Imprecision in Materials + Production by Anzalone, Phillip et al.
City University of New York (CUNY) 
CUNY Academic Works 
Publications and Research New York City College of Technology 
2018 
Imprecision in Materials + Production 
Phillip Anzalone 
CUNY New York City College of Technology 
Marcella Del Signore 
New York Institute of Technology 
Andrew John Wit 
Temple University 
How does access to this work benefit you? Let us know! 
More information about this work at: https://academicworks.cuny.edu/ny_pubs/691 
Discover additional works at: https://academicworks.cuny.edu 
This work is made publicly available by the City University of New York (CUNY). 
Contact: AcademicWorks@cuny.edu 
243 IMPRECISION IN MATERIALS + PRODUCTION
I m p r e c i s i o n 
   i n  M a t e r i a l s  +  P r o d u c t i o n
Phillip Anzalone, Technical Chair 
New York City College of Technology
Principal, aa64
Marcella Del Signore, Technical Chair
New York Institute of Technology
Principal, X-Topia 
Andrew John Wit, Technical Chair
Temple University
wito* "Laboratory for Intelligent Environments"
Inherent in the materiality and production processes of 
the built environment is the realization that the tools of 
design are physically and conceptually disengaged from 
the objects of their production. In the technological space 
we	currently	occupy,	there	may	no	longer	be	any	identifi-
able tooling residuals left to distinguish between a digitally 
rendered, handmade, robotically produced, or co-robot-
ically crafted artifact. The dichotomy between the virtual 
and the real inhabits a variety of dualities spanning both 
material qualities and production methodologies. This can 
be seen for instance in the “transparency” of glass, both 
as a performative material characteristic, as well as a 
conceptual framework. Through a different lens a duality 
plays out in the philosophical argument surrounding the 
relationship between drawing and building, which tends to 
simultaneously materialize both within the realm of archi-
tectural theory, and with the practical goal of creating a 
fully integrated building model.
Optimization, precision, and repeatability have given 
designers the ability to create novel, one-off, near-per-
fect artifacts through the integration of a rapidly evolving 
production-based toolset. We have now reached a point in 
time where the boundaries between digital and physical 
output are nearly indistinguishable, and where craft is 
derived	from	the	“over-complexification”	of	computational/
machine programming rather than through simple itera-
tions, trial and error, or chance. This desire for perfection 
has overlooked an inherent, unexpected potential achiev-
able when the digital and physical spaces do not perfectly 
align. New typologies of form, surface, texture, space, 
or even environments arise through the unpredictability 
inherent within the tools of imprecision and imperfection. 
Glitching, “messy” programming, and/or the misuse of 
materials, tools for production/assembly, among others 
utilized during both design and fabrication processes, could 
allow for new outcomes to arise.
The virtual is never truly “real,” and what is “real” is 
only accessed through lenses and interfaces of design 
that afford action on physicality and production within a 
language of computation and simulation. This disconnec-
tion provides fertile ground for playing with precision as 
a means of design, thought, and constriction. By revealing 
this imprecision, and further, by celebrating the potential 
within an absence of precision, we—designers, teachers, 
thinkers,	and	builders—open	up	the	vast	field	of	opera-
tion that inhabits the intersections between materials and 
production.
The experiments within this section exemplify, question, and 
push the boundary of what it means to be imprecise in the 
realm of computation in the built environment, forcing us to 
face imprecision as a physical materiality that simultane-
ously enhances our research and challenges our ideas.
